
g&TWARSla 


SUPERIOR MODELS INC. 

CLAYMONT, DEL. 



Written by 
WAYNE SMITH 


Designed & Illustrated by 
RON SPICER 


© Copyright 1978 Superior Models Inc. All rights reserved. Printed in U.S.A. 



TABLE OF CONTENTS 


OUTLINE OF TACTICAL PLAY 
POWER UNITS 
MOVEMENT 
FIRING 

MULTIPLE SHIP BATTLES 
DAMAGE 

ADVANCED RULES 
DEFENSIVE SCREENS 
PARTICLE WEAPONS 
TRACTOR BEAMS 
INVISIBILITY SHIELD 
ENERGY DAMPING BEAM 
ATTACK CRAFT 

CLOSE IN DEFENSIVE SYSTEM (CIDS) 

BOARDING 

LIGHT SPEED 

SPACE SHIP CHARACTERISTICS 



YOUR GAME INCLUDES ' 

RULE BOOK 

REFERENCE TABLE CHART 
DICE • PAD • 5 SPACE SHIPS 


Introduction 


To many people space warfare invokes a vision of giant 
spaceships firing laser weapons at each other from thousands 
of kilometers apart, tractor beams pulling ships together as 
in eighteenth century warfare and advanced particle weapons 
punching holes in their targets hulls. It is pure conjecture as 
to how these battles will be fought. How does one fight with 
weapons that are as fast as the enemy's ship? Will a long 
range battle be possible or will you have to be on top of your 
target to hit it? Will it be possible to fight at speeds greater 
than light-speed? How will space battles resemble naval war¬ 
fare, if at all? 

With these points in mind we have tried to develop a 
realistic, but relatively simple game that has several levels of 
play for increased enjoyment. The game has been structured 
to play with Superior Models new spaceships but any models 
can be utilized. The values given in the data tables are for the 
Superior spaceships but you can make up values for any ships 
you wish. In the same manner feel free to change any values 
in the tables to meet your own strategical and tactical criteria. 

We suggest that you familiarize yourself with the rules by 
starting out with a single ship engagement using only two 
opposing spaceships. When you have mastered the basic 
mechanics of the game, add a few more ships to your battles, 
try using the assault carriers with their hordes of attack craft, 
then go to the tournament level using any or all of the special 
weapons on your spaceship. Good luck and good hunting! 



Political Situation 


In the galaxy there are five empires ranging from the 
powerful to the weak, the numerous to the few, the con¬ 
niving to the naive, the treacherous to the unsuspecting. Two 
of these powers have been vying for control of the galaxy for 
several centuries, the Entomolians whose acknowledged 
ambition is complete Galactic dominance and the Terran 
Federation whose wish it is to "save" the galaxy from the 
other empires and bring the thousands of wealthy inde¬ 
pendent planets under their control. 

The Terran forces are relatively numerous, well armed and 
well protected. Their ships have been designed to chase the 
enemy and destroy or cripple him, hence the majority of the 
armament is mounted forward. With this in mind tactics 
dictate attacking an enemy from behind and below to cripple 
the engines and weak bellies of their opponents. The well 
developed assault forced on the carriers and battlecruisers 
plus the heavy dreadnoughts have served the Terrans well. 
The Terran Federation has been intact for centuries and has 
always managed to defend its territories. 

The Entomalian Alliance forces are not as well developed 
as the Terrans but are far more numerous, particularly in the 
dreadnought and cruiser squadrons. The assault carriers are 
few in number and in past encounters the fleet has suffered 
for the lack of the nimble attack craft. The Entomalians 
prefer to "box" their opponents in with their numerically 
superior forces and pour a withering fire from all directions. 

Although not considered a first line power the Avarians 
supply the individually most powerful ships in existence. 
Lack of numbers have hampered their past attempts to in¬ 
crease the size and wealth of their United Worlds and they 
now rely on diplomacy to gain favors from other powers. 


Their assault craft tactics are as well developed as any but the 
backbone of their fleet is the battlecruiser. Recent construc¬ 
tion of dreadnoughts may indicate a shift in their thinking. 
The avarians fly in a box formation with the undersides 
facing in. With their powerful armament and engines pro¬ 
tected by the heavily armored sloping hull they are nearly 
invulnerable to attack. 

The Aquarians rely on their defensive shielding since their 
ships have fewer power-laser turrets. Their ships offer more 
crew comfort than the other powers resulting in less combat 
fatigue. The Aquarians prefer to stand off at long range and 
engage in hit-and-run operations. With their few ships they 
can ill afford losses of any kind. The development of an 
invisibility screen has made these tactics that much more 
successful. 

The Carnivores are a race of vicious barbarians. With their 
preponderance of short range weapons they have preferred 
to close in and pound their opponents into scrap. This tactic 
could not hope to work against the heavily laser armed 
Terrans and Avarians except for the existence of the Energy 
Damping Beam. This allows them to neutralize an opponents 
long range fire and force him into a short range action where 
his inferior particle weapons are not that effective. 


Outline of Tactical Play 

1. Determine vessels involved, the opening range between 
ships, and what each side must do to win the battle. 
(Victory Conditions) 

2. Determine available power units in each ship. 

3«Allocate power units to offensive factors (lasers), 
defensive factors (shields) and speed factors. 

4 . All ships are moved simultaneously. 

5*Take ranges, determine targets from each of your ships 
which will fire. Not all ships need to fire each turn. 

6 . Fire all weapons within range. 

7»Compute hits. 

8.Compute loss of power units on each ship that was hit. 

9»This completes one full turn. Repeat steps 2 ) through 8 ) 
until one side a) is destroyed b) retreats c) or has 
satisfied its victory conditions. 



Power Units 


Every item on board ship, from the laser turrets to the 
trash compactors, require energy to operate. Each ship has 
a certain capacity to generate power and therefore its wea¬ 
pon systems, defensive shields and speed, is limited to the 
power available each turn. Each ship has a maximum number 
of power units available each turn with the initial amount of 
power giv'en in the data tables. Offensive, defensive and speed 
factors are chosen by the ships commander each turn ac¬ 
cording to the number of power units available. As a ship is 
damaged it will lose its ability to generate power and there¬ 
fore its weapons, shields and speed. This forms the basis for 
this game and is therefore unique in that each ships capa¬ 
bilities can change from turn to turn. 

Offensive, defensive and speed factors use power units in 
relation to the square of the factor desired, (ex. A com¬ 
mander wishes his ship to have an offensive factor of 9. A 
factor of 9 will utilize 81 power units (9 x 9) in the same 
manner power units for defensive and speed factors are 
calculated. The power units required for each factor are 
given in Table # 1. The total number of power units utilized 
in these three categories can not exceed the number of avail¬ 
able power units in any turn. (ex. A MANTIS GD has 208 
initial power units. The commander chooses an offensive 
value of 10 (10 x 10=100 power units), a defensive factor of 
9 (9 x 9=81 power units) and a speed of 5 (5 x 5=25 power 
units for a total of 206 power units.) Note that the ship 
could not have an offensive factor of 10, a defensive factor 
of 10 and a speed of 5 because this requires 225 power units. 
This exceeds the 208 power units available. 

You can not exceed the available power units on any turn. 
Power units are not accumulative from turn to turn. Offen¬ 
sive and defensive factors can not exceed the limits as given 
in the data tables, (ex. A HAWK SD could not have an of¬ 
fensive factor of 4 even though the power utilization (16 
units) is within the destroyers capabilities (31). 


Movement 

Unlike many games there is no playing board. All actions 
can be set up on the floor or a Ping-Pong table. This much 
space will be required as a playing area. Movement takes 
place simultaneously. All players move all of their ships at 
the same time, and players do not take turns as in many 
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other games. Don't forget to designate N, S, E, & W on your 
playing table for clarity of movement particularly with in¬ 
visible ships. 

All vessels are capable of a relative speed factor of 5. This 
represents movement slower than light-speed. A ship may 
choose to move at a slower speed factor (1, 2, 3 or 4) to 
conserve energy for other systems. All ships must move at 
least 1 factor per turn. For each speed factor allocated a 
ship may move 3 inches on the game "table". A ship may 
reverse course, move at a diagonal, move up or down as long 
as it does not exceed its movement factor. 

You may want to simulate 3-dimensional movement. For 
game purposes consider your table to be the lowest level a 
ship may descend. You will need a set of cards with the 
numbers 0 through 12 written on them. These cards repre¬ 
sent the height of your ship above the table. Your ship will 
remain on the table as a reference point. When moving your 
ship place a card under it with the number of inches that it 
is above the table. This way both you and your opponent 
will know where your ship is. (ex. You move your ship up 4 
inches and over 5 inches. Place your vessel 5" away from 
your starting point and place a card with the number 4 
under it). To simplify play, we suggest your ships not go 
higher than 12" from the playing surface. All heights should 
be in integers (0, 1, 2, 3, 4, 5, 6, 7, 8, 9, 10, 11, 12). 


Firing 

All ships have had their offensive and defensive factors 
determined in step 3. Each player chooses targets and mea¬ 
sures the distance between the target ship and the ship doing 
the firing. (Remember to take height into account) Maximum 
range of your laser turrets (Offensive factor) is 48". Ships 
beyond that distance are considered out of range. The de¬ 
fensive factor of the target ship for that turn is subtracted 
from the offensive factor from the firing ship for that turn. 
This represents the number of 'shots' or die rolls that the 
attacker has for that turn. (ex. A CONDOR GD with an of¬ 
fensive factor of 12 fires on a MANTIS GD with a defensive 
factor of 9. The CONDOR fires 3 'shots' (12-9=3). This is 
known as the attack superiority factor. Note that if your 
offensive factor is less than your targets' defensive factor or 
of equal value — you fire no shots! 
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The speed of the attacker is then compared to the speed 
of the defender on the firing table (Table #2). Assume both 
ships were traveling at a speed factor of 5. Cross indexing the 
speeds on the table we find that you have a 15% chance to 
hit the target. Roll the two percentage die, allowing one 
color die to be the first digit and the other color die to be 
the second digit. A roll of 15 or less is needed to achieve a 
hit. Assume a 27, an 81 and a 14 were rolled. One hit would 
have been made on the MANTIS. 

Next we proceed to the damage table (Table #3) to de¬ 
termine how much damage was done to the MANTIS. Using 
the attack superiority factor, in this case 3, we find out how 
much damage was done per hit. The table indicates 7 power 
units were lost per hit. Since one hit was achieved a total of 
7 power units has been lost from the MANTIS. The loss of 
power is noted on the MANTIS's play chart. The MANTIS 
now fires on the CONDOR in exactly the same manner. 
Firing is considered simultaneous and damage sustained 
does not take effect until the next turn or until the move is 
over. Battle continues until one side or the other is destroyed, 
surrenders, or retreats from the scene of action. 


Multiple Ship Battles 

Several ships may choose to combine their offensive 
factors against one target. This is particularly beneficial when 
several small ships attack a larger vessel. The attacking ships 
offensive factors are added together and the target's defen¬ 
sive factor is subtracted from their combined total. This is 
the attack superiority factor and firing takes place as out¬ 
lined previously. 

A ship may elect to split its fire between two or more 
targets. In this case, determine your offensive factor as des¬ 
cribed earlier. You may then put several factors on different 
ships as long as the total does not exceed the original offen¬ 
sive factor, (ex. A MANTIS with an offensive factor of 10 
may elect to fire 6 of them at one target and 4 at another). 
Firing is done in the usual manner. Under the damage table 
use the factor fired, not the total offensive factor (i.e. 6 and 
4 in our example, not 10) 

A ship may not split its fire using the power units for each 
fraction, (ex. The MANTIS split its fire into 6 and 4. You 
may not use (6 x 6=36 + 4 x 4=16) 52 power units for firing 
your weapons. This would leave you with 48 power units 
that could be diverted to defense or speed. Computation in 
this manner is not allowed. 100 (10 x 10) are required. 
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Damage 

Damage results are reflected by the number of power units 
lost for the remainder of the game. In our example in the 
firing rules the MANTIS lost 7 power units. This is sub¬ 
tracted from the number of power units initially available. 
For the second turn the MANTIS has only 201 power units. 
Subsequent damage is then subtracted from 201. (ex. On 
turn 2 the MANTIS is hit 3 times for a loss of 24 power 
units. For turn 3 the MANTIS will have 177 power units left 
with which to fight, defend itself and move. On turn 3 sub¬ 
tract any damage inflicted from 177). 

When a ship's power units have been reduced to 0 the ship 
is incapacitated and the crew dead because there is no power 
left for life support systems. 

The incapacitated ship can now be boarded by another 
vessel of any nationality. In order to capture an incapacitated 
ship, any other vessel can come alongside for 3 consecutive 
moves and the damaged ship is considered siezed. It can then 
be towed at a speed factor of 2 per turn by any ship. 

To avoid being captured a commander may destroy his 
own ship. To do this, 5 power units must be used. If the ship 
has 4 or less power units, it cannot be destroyed. An oppon¬ 
ent may elect to destroy a ship rather than capture it. To do 
this you must hit the target once on any turn after it has 
been disabled. The ship is then removed immediately from 
the playing area. 

Players now proceed to Step 2) and continue the playing 
sequence until one of the conditions stipulated in step 1) are 
satisfied. 


ADVANCED RULES 

We suggest you familiarize yourself with the basic rules thoroughly 
before adding any or all of the advanced rules to your scenarios. 

Defensive Screens 

Every ships defensive screens are a magnetic field projected 
from field generators located at various points on the hull. 
These screens 7 functions are to disperse any energy weapons 
effectiveness to the degree of energy used to form the screen. 
Thus they can be overridden by larger bursts of energy. This 
is the thinking behind the firing portion of the game. 

Since these screens disperse opponents laser fire, it logically 
follows that a vessel's own laser fire could not get past its 
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own defensive screens. To enable a ship to fire, each turret 
carries the necessary machinery and generators to selectively 
deactivate the portion of the screen that the laser is firing 
through. The firing of the lasers and the screen deactivation 
is synchronized to occur simultaneously lessening the vulner¬ 
ability of the firing ship. 

Particle weapons contain their own penetration aids and 
are not affected by the field-generated screens. Only the in¬ 
creased size of a vessel will aid in her defense as the particle 
weapons are able to crack the tough ablative armor of the 
hull. 

The screens of each ship are projected at a distance of 4" 
from the nearest part of the ship. Any vessel moving within 
this 4" radius is considered to have penetrated the screens 
and may fire their allocated offensive factors without having 
to subtract the targets defensive factors. (E.g. The CONDOR 
with an offensive value of 12 moves within 4” of the MAN¬ 
TIS with a defensive factor of 9. The defensive factor is 
ignored and the CONDOR fires 12 shots at the MANTIS. 
Note that the MANTIS may also fire at the CONDOR with 
no regard to the CONDOR'S defensive factor. 

Assault craft may not fire their lasers at warships des¬ 
troyer size and larger. (See page 14 for more about attack 
craft) 


Particle Weapons 

All vessels carry particle weapons. These weapons consist 
of particles propelled at the speed of light or a missile-type 
weapon with an atomic warhead. The names of the different 
powers particle weapons are given in the data table. These 
weapons are considered to be equal in destructive capability 
for game purposes. They may be weighted in any manner you 
wish if that suits your wargame requirements. 

Hits are computed in the same manner as laser fire using 
Table #2. The targets defensive factor is of no consideration 
in firing your particle weapons. You may fire as many factors 
per turn as you wish up to the maximum factor as given in 
the data table. The first number listed in the data table is the 
number of factors the ship may fire each turn. The number 
in parenthesis following the number of factors is the number 
of reloads each ship carries. Once you have fired off all your 
particle weapons you no longer may employ this weapon. 
This is important for the smaller warships since this is their 
major offensive weapon. 
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All particle weapon hits are worth 10 power units per hit. 
In addition special damage can be inflicted. This is reflected 
in the Special Damage Table (Table H 4). For each hit made 
on the target roll the two die and compare the number to the 
table. Any additional losses should be entered on the targets 
playsheet. All additional losses are permanent and apply for 
the remainder of the game. 

Initial firing of particle weapons requires no expenditure 
of energy, hence no power units are used to fire them. How¬ 
ever, thereafter for each particle weapon fired 5 power units 
are expended. Range of your torpedoes is twenty inches. 


Tractor Beams 

All ships are considered to have tractor beams. They are 
mainly used for towing disabled ships but have a limited 
offensive potential. They can aid larger ships in grappling and 
halting smaller ones or be used to draw two antagonists 
together. As with everything else, energy is expended. Ten 
power units are required to tow a ship at a speed factor of 
One. A ship may be towed at a speed factor of two with the 
expenditure of 25 power units. This is the fastest speed at 
which a ship may be towed. 

In a similar manner, the force used by the tractor beams to 
tow disabled ships can also be used offensively. This force 
can be directed at target ships to reduce their speed and make 
them more vulnerable to the offensive fire power of the at¬ 
tacking craft. An expenditure of 10 power units by the 
attacking vessel will reduce the speed of a target ship by one 
factor. Twenty-five (25) power units are needed to reduce a 
target ship's speed by two (2) factors. No more than two (2) 
speed factors of a target ship may be reduced on any one 
turn. 

Any technology that has the ability to generate a tractor 
beam should also be able to counteract that beam. For ex¬ 
ample, at the end of the moving portion of a turn and before 
the firing portion, your opponent announces that he has ex¬ 
pended 25 power units to reduce your speed factor by two. 
Your ship must then be 'backed up' on the table by six 
inches. Normal play sequence recommences. On the next 
turn you decide to expend 10 power units to repell a portion 
of his tractor beam. If your opponent employs 25 power 
units again your speed will only be reduced by one factor. 
Instead, your opponent does not use his tractor beam and 
you have wasted 10 power units. 
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If two ships use their tractor beams simultaneously, move¬ 
ment takes place normally except that at the end of the 
movement phase the two ships will be moved towards each 
other according to their tractor beam factors, (ex. Two 
ships, each with a speed factor of 5, use their tractor beams. 
Ship one expends 10 power units while Ship Two expends 
25 power units. At the end of the moving phase Ship One is 
moved 6 inches towards Ship Two while Ship Two is moved 
3 inches towards Ship One.) 

Tractor beams have a maximum range of 12 inches. They 
are effective on only one ship at a time. 


Invisibility Shield 

An invisibility shield will keep secret the identity of a 
ship, but not its presence. Sensors will be able to track the 
invisible ship if it moves or fires but will not know its size or 
whose ship it is. In our political scenario the Aquarians were 
given this weapon but you may use it on any ship you wish. 
To become invisible a ship must expend 14 of her initial 
power units as given in the data table. If a ship is damaged 
she must still use 14 of her initial power units to become 
invisible. When moving place any kind of marker on the 
gaming table to indicate your ships position. If you are mov¬ 
ing at a speed factor of one there is no need to place a 
marker on the board so that your position will remain un¬ 
known to your opponent. If you are firing from your in¬ 
visible ship you must place the model of your vessel on the 
table at the end of the movement phase in order for your 
opponent to return fire. 

To keep track of your invisible ship, write down its initial 
position relative to some point on the playing table, (chair 
leg, door jamb, etc.) This is called your reference point. All 
plotting should be kept in secret on your play chart using 
your reference point. Movements should be charted in inches 
moved and their direction relative to the compass points 
that were initially determined. 


Energy Damping Beam 

This weapon will partially neutralize an opponents power 
units making his weapons or shields or both reduced in 
strength. The firing table below is used to determine by what 
factors an enemy ship is reduced. The use of this weapon is 
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announced after the movement phase, after tractor beams 
are used and before the firing phase. 

The maximum power any one ship can expend on the 
EDB is 85 power units. The EDB reduces the offensive factor 
first. When the offensive factor is reduced to zero — then the 
defensive factor is reduced, (ex. A Carnivore uses 85 PU's 
to neutralize an opponent with an offensive factor of 6 and 
a defensive factor of 7. The offensive factor is reduced to 0 
and the defensive factor is reduced to 5.) 

Ships may combine EDB's to completely neutralize op¬ 
ponents. 


POWER UNITS UTILIZED 

15 

25 

35 

45 

55 

65 

75 

85 

OFFENSIVE OR DEFENSIVE 
FACTORS ARE REDUCED BY 

1 

2 

3 

4 

5 

6 

7 

8 


Attack Craft 

Many ships carry attack craft. These ships have multiple 
uses; they may be used in an assault role, an interceptor role, 
or a ground support role. All attack craft have a speed factor 
of 5. 

In the assault role the attack craft are armed with one 
particle weapon factor with a range of 12". It is fired exactly 
as the major warships fire their particle weapons doing 10 
power units damage per hit and may also inflict special 
damage. In addition, while in the assault role, they may fire 
their lasers one time at another attack craft. 

If armed as an interceptor the attack craft may fire its 
lasers 3 times, once on three different turns, at another 
attack craft. It is fired exactly as other lasers are fired. An 
attack craft has a defensive factor of zero; any hit will 
destroy it. Range of your attack craft lasers is 8". 

Note that the lasers on attack craft are effective against 
other attack craft only. They may not fire at major warships. 
Only the particle weapons they carry are effective against the 
larger warships. A maximum number of 12 attack craft may 
attack one warship on any one turn. Any number above this 
limit are automatically destroyed. 

Assault ships may attack with interceptor escort. In this 
case enemy interceptors must soak-off against the escorting 
interceptors on a one-to-one basis. Any remaining inter¬ 
ceptors may then attack the assault ships. This combat is 
considered to take place before the assault ships launch 
their particle weapons, assuming they are within range. 
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Attack craft can be launched at a rate of 12 ships per 
turn from any warship that can carry them. They may be 
recovered at a rate of 12 per turn or any combination of 
launching and recovering up to 12 attack craft per turn. No 
power units are required for this. They must be on board 
for one complete turn to be refueled and rearmed (eg. On 
turn 2 an assault craft lands. It is refueled and rearmed on 
turn 3. It may be launched on turn 4). Attack craft are 
launched after the major warships have moved. They are 
considered to be launched with a speed factor of 2 for 
their movement on that turn. 


Close in Defense System (CIDS) 

The CIDS is the only weapon system capable of protecting 
major units from attack craft. Their heavy power laser turrets 
are not capable of tracking and destroying the small attack 
craft. 

On each turn that the attack craft are within range (18") 
the defending ship rolls the two die a total of 10 times. 
Under the heading CIDS in the data table is the percentage 
factor needed to be rolled to be successful in destroying 
attack craft. Larger warships are generally more capable in 
defending themselves against attack craft. 

As a warship is damaged, the number of die rolls for its 
CIDS are reduced. This is reflected by the number in paran- 
thesis after the CIDS in the data table. This represents the 
number of power units that must be lost for the reduction 
of one die roll. 

ex. 1) The CONDOR has the number 26 in parenthesis. If 
she takes 27 points damage she may roll only 9 
times if attacked by assault craft. 

ex. 2) The CONDOR has lost 112 power units. She can 
now only roll 6 times against the assault craft. 

Assault ships fire their neutron torpedos after being fired 
at by the CIDS. Other vessels within 6" of ship being at¬ 
tacked may fire at the Assault ships. 
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Boarding 

Boarding is used to capture an enemy ship that is still 
intact and whose crew is still capable of fighting. To board 
a ship you must come alongside within 2" and grapple the 
enemy using your tractor beams. Ten power units are re¬ 
quired and you must roll 40 or less to successfully grapple the 
enemy. Success in boarding depends on your superiority in 
power units. Your power units are compared to the enemys 
remaining power units. Your superiority is then cross indexed 
on the table below with the percentage die roll you must 
make to successfully board and capture the enemy ship. 
Note that power units are not consumed, they are only com¬ 
pared. 

You must have a superiority of at least 10 power units to 
board. All superiorities in excess of 250 are treated as they 
were 250. 
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Light Speed 

All major ships are capable of light speed. While traveling 
at lightspeed you cannot be tracked nor may you track any 
other vessel. You may not use your weapons. Lightspeed 
requires the use of 50% of your initial power units. Thus 
you can take only limited damage and still travel at light¬ 
speed. This form of travel is useful in escaping from over¬ 
whelming odds and necessary for interstell travel in any 
strategic portion of the game. 
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FANTASTICALLY DETAILED MODEL SPACESHIPS 
CAST IN METAL FOR THE COLLECTOR AND WARGAMER 


Jit 


Terran Federation 


Q 


Aquarian Alliance 


TS • 01 

*GD 

INVINCIBLE 

WS - 60 

GD LEVIATHAN 

TS • 02 

GAC 

CONSTELLATION 

WS - 61 

GAC STINGRAY 

TS - 03 

GB 

FORMIDABLE 

WS - 62 

GB SHARK 

TS - 04 

SC 

RANGER 

WS - 63 

SC BARRACUDA 

TS 05 

SD 

SWIFTSURE 

WS - 64 

SD PIRAHNA 

Entomalian 

Empire 

Carnivoran Republic 

ES 20 

GD 

MANTIS 

CS - 80 

GD TIGER 

ES 21 

GAC 

HIVE 

CS 81 

GAC DEN 

ES - 22 

GB 

SCORPION 

CS - 82 

GB LION 

ES 23 

SC 

HORNET 

CS - 83 

SC PANTHER 

ES 24 

SD 

WASP 

CS - 84 

SD CHEETAH 

Avarian United Worlds 

Star fighter attack craft 

AS 40 

GD 

CONDOR 

T erran 

SF - 01 COMET 

AS - 41 

GAC 

NEST 

Entomalian SF - 20 MOSQUITO 

AS - 42 

GB 

EAGLE 

Avarians 

SF -40 RAVEN 

AS - 43 

SC 

FALCON 

Aquarians 

SF -60 PIKE 

AS 44 

SD 

HAWK 

Carnivore 

SF - 80 BOBCAT 


*GD Galactic Dreadnought GAC Galactic Attack Carrier 
GB Galactic Battlecruiser SC Stellar Cruiser SD Stellar Destroyer 

This scale of STAR SHIPS can be used with any of the following scales: 1:1200, 
1:2400, 1:4800, 1:9600 or any other scale. 


SUPERIOR MODELS INC 

CLAYMONT.DEL. 




> ° = o 

■ 05 - 5.2 
2 2 * 

O) ^ — 

®r 3 3 


CD •— CD -C 

« u £ !1 

-O O) _£ O) 

1SH.E 
c o2 D 

5 c £ a 

n r" ra 


0 ) 


, ra 


CD 


(D ro CD r 

-C - Q c 
“2o8 

^ .5 CO 
"1 ^ 


W CD 


CD 


5 «> 2 - 

to CD O 
-■OH- _ 

L. O Q) C 

§ £ £ 0 

> ^ to 

£ S.E* 

Q - CD -o 
CD -C C o 

> Z > E 

““ o 05 > 
<d **" qj <u 

r « j- r 
t (D (0 L 

m- 2 -* Si 

O CD o £ 

«/> > o £ 

5 «■§ 

•o £ -= oj 

g H 2 jg 

^ to QJ Q. 

> ~Z, -= 


to _ 

•9-S 

"5 


0 1 
2 o 

-- Q. 
CD 


O) (D 
O « 


CD C 

53 


*1*3* 

tt g £ (0 -o 
x “ c » 

^ CD a) “ 0) 
O »- £ ■= jC 

52l=; 

<D 4- O ^2 

5 c -g > S 

*■38)2 U 

^ | ^ u u 
M- o t» 2 2 

0 £ u. 

10 ® ,S> = >} 

w— d, Q, 

£ Sfl* 

^ H W O 
2 3 52 0'S 

CD O O — " 
Q. > -^ CD CD 

W o O — 

C CD 3 
-Q cd aj _u 

g5 § I s 

CD fr 


O CD 


.ii 

*-> to 

T3 3 

■g 52 

0) +-> 
CO u 

CD CD 


6* 


CD C 

52 

O CD 

a-o 
O) «o 

O) "O 
C C 

S> <0 

3 —» 


~0 a» 

£ > 

o 

Q. 


CD 'd’ 
^ CN 
CD CO 
_ CD 

> •- 

CD - 


tO L. .1 

,t£ CD *Z 
C 5 ° 

3 °7, 

t_ Q. 2 
| CD 2 J 

o^g 2 : 

a .™75- 

^ CD O 

SSjc: 

o t: h 
o < 

CD _ 

O ° CD 


° 

8 

-D CD 


* y ifl 

• -a o 


CD CD 


O c 


0) T3 
7 C 
CD 

_Q _0J 

CD £ 
C CD 

o n 

CD 

CD 


CD QJ 
JC *□ 


CD Zl 


3 c 


« E-g 

3 CO 

0 E .2 

w 

CO 


■O <2 O 
D C ^ 


.E c 
o 


o 00 


)52 


3 = 

o 52 
£ § 
$ ® 
O o 
«■£ 
S* 


> s: 

c gS 

CD O v 

o 


qj to 

-o * 
^ H 


! 8 » 

r 0) O 3 ^ 

S 95« SSI 


C < ° 


-X 

CD ^ ^ 

f J 0 

CD 00 
<u o aj ^ Q) 
81 

00 Icfl 

CO O S Co 


■© °© 


2 52 

O S 


CO 4- 


8o„ 

£ > a, in™ 

^ **■ o> 

Or? °| 

O o “ O C 

- EoJJ 

to •— .CD ^ 

^ c o 

2 o ^ !D_ 
CD ^ E •- C 

: * X - 5.2 

o ai' E I 

S CD 0 io 03 

i2 E >E5 


CD CD . 

2 5 


2 ”r 

3 

a 


8 IS 


5 

o 3 o 
Q) J- Q 

a5 2 
> 8 
DC 

O | 

o S 
5^ 

■O 0 

® c 


O 

c 3 ■ 

CD . 

--.1 
Tf W) 
^ w C 


CO 

Q.E 
O E 

CO o 

* 

3- E 

H-CD 5 E -Q 

2?£ o g E 
H a- E 3 

O « ® x ^ 

t5.&f 82 

J2-S n fc 2 


o 

„» ^ o 

01 to n •— CD 


fl) 0 ) C O 


o 

Id co 9> 

-€§~! 


*-■25 

O ^ CO 


O TJ 


= E 


! o o£ 

uZH 


ro -C 


c E •- 


> c 


I? 

"eg 2 

o gj 

CD 


< I* 


•5 o ra 
^^ 5 . 

- .92 in 2 -c cd 

c ” ^ ~ E 

•g S o | § S 

C O m -C 
« - 2 8 = 0 
>-E ^ ^ ^ 

._ O) m- O) CD CD 
*2 O't C > C 

i g 3 5 « ! 

Stiif °\° 
o^l'Sc 

J2 "O CD to to — 
£ _ CD CD 3 

I ll f | >• 

■O 3 $ w ,E O 

-n «« > Jfi 

:s?si£ 

2? CD 2 ^ U 

f .C T3 c CD 
I— ♦- CD ■= TJ 


' m ro 
v (0 r 

cd 

UL >< 
c^OC 
.5=0 

lip 

O _* CO 
C CD o 
LU JD < 

CD = O 

5*g 0 ) 

0 = f 

4- > “ 1 

-Q ^ CD 
CD ^ -q 

5 = -s 

c CO CO 

QJ I— CD 

^zQ 

. CD ^ ■= 

1 «- = 

3 -c — 

f 5g 

o g.| 

5- 0 

2 CD O 

s e - 

Q "3 °° 
U ^ QJ 

.5 .5 «5 

Is" 

CD 

o 


CD c -= 
3 CD v 

<r ° 

£ QJ E 
t: c o 
O a> v 
♦--CO 

■o ^ -D 

■ 0^2 
CD to 


QJ 


CD 


QJ _ 

QJ CD OJ 

5>g 
5 3 ; a, 

i -2 
O- 2 0 

5 I fc 

LLI .> h_ 
X 5) gj 
HI QJ „ 

® Is 3 


CD 


p: to qj 

*!= 

O ^ _• 


GJ 


< 
g ° § 

> 1/5 to 

QJ 4-< CD 
C QJ 

s;i 

o CD 3 

4-» 2 O 

5 s- .E 


“"S 0 


QJ ^ 


” O £ 

2 4J > | 

^£2 

S « RS 



GO CO 

z a 
o < 
0 
< -j 

LU LU 

S DC 


ooococo^- 

CO CM CO CNJ CO 


“g 

~ h- 

h- CJ 
< LL. 


CD CD in CNI 


CJ H 

55 

5S 


OlflCOOOO 

CO 1 — CVI CNJ t— 


GC 
CO O 

a I- 

= 3 


O CVI o 0 □ 
CO LT3 


00000 

00000 


-J GC 

< o 

2 I- 

23 


^ in 00 in co 

gu; 

O MJ 

< 5 


v CJ 

<2 


CNJ CVI CVI CNI CNJ 


-J GC 
< O 
2 I- 
2 < 


^ in in ^ m 


°u_* 

S u - 

< O 


cc 

S 5 

X CJ 

< < 
2 LU 


CNI CNJ CNJ CNJ CNJ 


DC 00 


o o in o o 
00 cvj in co in 
^ 


CO 

CO 

< 


a- —; a a a q a 

> S CD CD CD CD CD 

h— 5/3 00 00 GO CO 00 


a o 

GC 2 

o 


co co co co m 

CD CNJ CO 00 

GO GO co CO CO 
hLU<§0 



QQ 


T— CNJ 0 CNJ 


CNI CNJ CNJ 


OJ 

-E 

U 


I t— «— CD CNJ 


CO CNJ CD 
CNI CO 


I I I I I 


co cnj 

CM r- 1 — 


CNJ CNI CNJ CNJ CNJ 


LO O O 

in in ^ 


CD CO CNJ CD 03 


I I I 


I I I 


> 

-Q 


CJ CJ 

a < < 

CD CD CD 


Q_ Q_ Q_ Q_ Q_ 


CD CD CD CD CD 

* * * * * 


CD LO *— 
S co CO 
ob ob GO 


lo i-n p*-. ^ co 
cnj cd C9 00 
CO CO CO CO 
LU < I— g CD 


TJ 

CD 


CO 03 03 <1— .— 1 — .— CD 


a> ^ 

■Q Q 

V) • — 


I I 


OO fN CM 


Lf3 CD LT3 
CO CO f- 
CNJ .— .— 


CO 

II s 

S £ CD 

S X 5 

UJ LU U- 
2 GO CO 


I I I I I 


*— CD 1 — O r- 


O ^ r- 03 03 
CNJ CNJ CNJ »— *— 


CO 

I— >■ cc 

to LU CJ O 

S ^ O X 

U CC > << DO 
O =3 < LU =5 
-J I- X GO CD 


o 

S' ro 
%« 
^ o 

■o 5 
« 5 
a; co 

S' to 
V 9> 


O) 

H— 

— 

CO 

H— 

O 

t: 

0 

a) 

a 

-Q 

co 

CO 

C 

□- 

CO 

l_ 

(3 

O 

h- 


ai 


O) 

*+— 

CO 

O 

E 


CO 

0 -o 

4-» 

u 

CO 

4—' 


■g 8. 

g_io 

co co 

E O 

D “O 

E .t; 

x ■*= 

co JZ 

^ 0 
m 


(Copyright © 1979 Superior Models Inc. 





« d o +3 


» « «s ^ 

! o i 

LOO I 


co = 2: -c 


o 

JO 
w <*» 
® O 
’*-» 


co c as .E 3 


co co 


*- t: -a ■- 


co as 


o +-' *- 

2 CO 0) 

° i I 

E g. “• 
2 S° 
5 o) 


w r 
— 03 .E 
03 o — 


co )= o .b: 
— 4 _j co 




a.— 

e*s 


03 CO O 
— 03 »- 




.E ^ jc 


Q) « 03 
*- Vt r- ' 

cd o t: 
>» « x ' 

03 CO CO ■ 

£ H “* CO ; 

03 > ZZ I 

jj£ 'm CJ) 

»|s 

£ o -a 

e 

O CO 

a 


ZB 


s- =3 


4-» CJ 03 

E 42 73 


— CJ3 40 

£ £" 

+-* 


3 03 M— O 

c 00 +b 

i* E ^ 2 


GO 

^ Cfl oj 

> 0 r 

co .e g 
p h= 0 

4-» 

M CO CD 

*0 E oo 


, J* 03 

CO . % 

E o 03 
ico-c « 

2 g-~ 

■« %>r 

® jS <*> 

03 


CQ 

00 . 


<- u- £ 

ga w 2 

t o g 

o 2 042 

, 03 CO "O 

r- j- > 03 

CO > 03 

co 00 S' 


o ll. 

Iz 

e *0 


C CJ _ — TO 
03 CO ® -G ^ 


2 1*2 


1 .t; go 

+3 03 
13 J= 

Ol—— _ 

■—• uH co jyy 


_ 03- 

03_c! 

15 M J 


E 0 CO 42 03 

k- _ ^ O 


> Q- o 

03 g ' 


*4- «2 

s* 

o o 


03 


4" 4" o 
LL. LL. CO 
00 CO co 

03 CD E 

«1b 

|l-o. 

? ■ a) 

0 05 r 

-a CM +3 


. o <= 
OQ ^ > 

-g>'E 

°> 3 3 

C O M 
4= c= _ 
GO 03 ^ 

<2 O CO 

o c CO 
03 co' ^ 
.E C/D 03 

>*»-■£ 
o 03 

+= 4= CM 

00 o 


^ fl 1 ^ 

« *55 > 
§ c co 
O ® -<= 

°-3= O 
o 0 

1 — O 4- 

c ^ 

0 e 5 1 

J= o o 
+-*+-> r; 

§ CD 05 


r ® o ii cots 

03 _£Z (O C O) 

o h ^S«l 


r ra c « 

° *■ 


CD 2 03 

+b o Q.p 
o q. o r— 

03 2 S £ 

£ " c E 

03 2 '£i 

SZ C GO GO 

•“ £ ® o 


Q_ o 03 03 


42 

.E 03 


+2 . . K 

*= > o e 

3 5 r— Qj 

v. 2 ~ £ 

> 0 *>" 0 
> 03 - 

° ir o 42 

Q. <-» r- -t. 


O 4 - = 

C -^3 ° 

>• — c 

55 03 

E ~ ^ 

03 CO 


■5-S 

-a x: ■“ 


2 5 


5 .S? 


o g* ±f .2 

2r| 

g l«i 

CL 03 03 E 
.f 0 CO 

$2 ra 
o .E 
^ ^ £ 


s g 
€ 


5 co co 


£ £ “■ 

co o 


£ ^ 


h- xj +3 3 


■E -a , 

C 3 c 

3 O co 


03 o o 

s* 


CO T, CO 
t— a r- 

E °3 
•S ® > 
2 a- — 

. — m cz 

CM ° 

03 '—’ 13 

jc “a c 

I- s ra 

£ S- £ 

S O s 
0^0 
40 42 

03 ® C>J 

> 4-* • 

^ | *2 
o _E o 

■♦— 1 u +-> 


J2 3 +- C GO — 


03 ,_CO O .E 

^ 03 15 m C_3 t - 


u t: ° 


- _ s= ■= 2 -2 


-r C 

O CD 


2 42 
o •— 


£ § 
ol 

03 J* 
JO o 

+- o , 


CO 


^ 2 2r 


03 ® +- i 

^3 ■£ C S 

^ 2 c« 

O - E 03 

+- = ® V. 

03 ^c: ^ 

“-a ^ q 

i o 5“ 

-S o 03 

73 a ^ 

O J £ g 


03 • — 

= 3 « 

Ecg « 

3 ^ 03 

0 +C 1 = 

^ . 
o «2 
W o .t 
CIcr 

0^2 


i 


co 03 CO O " 

HM o u -H 3 


GO 

LD 

«■ 
O 


■Ct 

I ~ p. 


>*.E 

o c 


2 « 

CO S 
03 _ 

$ 2 

} _E i§ cz' 
u.b o 
n ’+-> D- "+-> 
5— O 
2 CD CO 


5 — .E -3 03 CO E 

S 03 ^ E ^ _E ^ 

ni <— 3 ^ r -1 03 


“ I- 
03 

GO > 

^ I 


S -c «- 

h- CD 


E 

03 O 

1 2 


03 E £ 


E > 

°1 S 


c E ■— 


S o 
o .± $ 

+-• <4- 4-» 


GO CO 

E GO C 

3^0 


>* ? 
0 E. 

1 - or 

r < 

03 


03 E 


03 o i_ cr i_ 
> +T- .tz 


IS 03 CO 


03 
03 

c ro 

03 > 

03 ra 
a> “ 00 

& £ e 

^ CO o 


T3 Qi "E I— JO J2 

as +-• C "m 

> 5 c= ® co 

co 2 o sE « 

_E O T3 ^ ° 


.i I e < 

o I c 

e • s £ 
J^'a= 

— gj ra -O 

.a = £ S5 

ttv ® 3 

co S2 >• 

— o o 03 
CO c k- jQ 


«b ^ ro 2 ~ 

n> ■“ _ ^ 1—1 "3 


O) » £ 

£ §.5 


0 g 

O o 


o a. 


c: oj j= 


03 03 os c 

£ 1 - -o co 

— o 


C i 


CD — 
~ o 
CO 

03 ^ O 

“■IS. 

C 3 a. 
co -a ro 

£3 03 

03 C E 

03 O 

.2 j Q 

■O ss 


2 ? 2 ? 


■o 42 2 > 
J 3 C o 
2 £ = - 

to .M C 

c ~ 03 

O . 03 = 

o t— O O 


>. 03 O 03 


•?0 


c >* 0 >- 

-03 ^ 03 

ai£ 


- 0 *= m 1 .e £ 2 

° >- ^ ^ 03 


. O GO 

A rs n +- 1 


E E 

c Ut 

+-> 
O 


£ 


£ +- £ - 

CO 03 _>* 

£ ^ iz 2 

f Q3 CO 

c GO 

•- GO C 
u_ Q3 
O 03 o ““ 

-e > 

co J2 


.E 5 s 

fe'a. 


03 
GO O 


GO 


GO ,2 " _ 

u_ O r- 

® o *- g 

£ 03 *X3 

•C 4= 2 

CO C/J 


rz jc 
u 

6| 

03 “O 
GO 03 
’= 4~> 


2 * = -e 

« 75 ■- 
E,?t 
‘k_ Q. 42 

CL O M 

. 1 = JC ?: 

03 ^ O 

hSi! 

c/5 75 42 

>. 03 GO 

g 73 o 
^ 


O ■*“' GO 

u c o 

o ° «2 


— 2 : -c as +- 
03 CO +- E =3 


>- o 

CD 

XI c/3 


•£ s 
■- 5 

03 -C 

2 I 

ts g 


JQ 

aT 2 

-E 03 

4- 42 

CO 

-£-£ 

X £ 
O jCZ 
t3 03 

£ iz 

g.42 


. £ S 
£y=^' 

S 03 H 

co £ 

— CO to 

00 45 

O 2 § 
03 O ^ 
1 — Q. + -’ 

fill 

c > s: 
3 03 45 

CO o 

■5.1 c 

co 2 -— 

0 “■ M 

o £.& 

C/3 2 cyj 

c -Q 

O E 

a GO g 

CJ _ CO 

t= < m 


03S _ 

CM 03 

'$°0 
O o C 
= CO Z3 
OE «o 


T3 .52 -O 


1 § 




7= o c 

03 CO 
C 03 O 

co 'E 

Q CO 

■i -e 
5 - = 

a5 w O 

— ® a 

? T3 CO ■ 
C C g 
03 =3 > 

-o 22 

c CJ 

C 3 'IS J 

— or.] 
h- co : 
^ Q. ; 

03 H— 

03 JS O 

03 E 1 - J 

2 3 03 h 

c -a 

= 03 | 

°£ i 


0 E 


2 0 
03 g 

t S 

42 s= 

^ >■ 
+Z CO 

03 ” E 

E TS 

CO u_ >- 
03 ~ 03 


U. • M M 
O C E 03 
4_t u. 03 — 
O 3 «5 p 
JO 4- _CO u. 

fc- 03 

03 S. £ 03 

M ^ qj _C 
CO 4 — 1 L— 


03 


42 2 c 

CO 03 Q3 

°£-S 

03 C33 >. H 

JO irz — CJ 

c ffl 


03 , 


O 03 03 IT 

o. jo « r~ 


r ai 

^ <0 ^ 


E, O ^ 03 

~ -a 42 o 

2 00 . E 

JJ CD- 


CO O ' 

■o co s 

3 4! 2 ■ 
£ '§ 
g° - 


) - £ 2 .& » p 

' U Q £ r g ^ 

;t| E “SS 
: s.» o >•« is _• 
i .t ^ g £ 53 E 

. c/3 m 03 3 


^ .s- 1 ; o 


_ M _ 

E jo _ 
o _ < 


o co 
as “ .a 

£ £ E 

= g o 

o co JD 


£ *- 
03 


03 

2 * 8 * 

42 E 

o S 

03 'E ■ 
.£2 co 

"* CJ 


>- 0 
43 03 

CJ 03 _ 


05 £ 
3 42 


03 -CZ 

a. +- 

€ 

5 


M O 


03 g 
•4- 2 

o o 


£ H- = <0 


o c 


fi* ^ 0 £ 8 

« 03 b >- -C 


i 5 i 

I? 


T3 03 E 
03 X3 ° 

-a •£ 42 

r CO I 

<3 ts g . 


03 03 
£'- a 
£ E 
tS _g 

■s-s 


£ >* 
4—’ 

£ 4- 


£ g 

^ — M= . E 

03 4Z 

^ £ E E 

°-o £ — 


E^ 
0 o 


O CJ 
CO 


4- 2 


< *— 


^ < c £ +- 




E.t34=£E.42-oE^£S. r O'S.sS^ S 


CO 4-* 
4—* CJ 

GO « 
03 2- 03 In' 

E ° JZ 3 


E . 

£ ‘ 

03 

JS 

E 

o 

-Q 


4/9 E 0 £ Q. 

?££ 

•£ —— 03 o 

gl £ co £ x: 4 -* 

co £ e 2 0 4 "' 0 

CJ c/3 CO Q- 03 

^ ~ ffl I □ o LO 

E — i -3 >"S T3 

O 5 M - f o “ 

03 o, t CO "P ** 

-C a. O a .- 3 -a 

^ CL *4-03 

* -E 4/9 E — 

M M £3 O At 


03 


_ L. 

: « o 


03 4— 1 

w 03 n 

£ ?. = = 

o o -= 


<0 03 w O P 

•g *= £2 *42 I fi 

CL O 03 -Q r- 

” C "1 > £ *- 

o a o s * o 

^ ” >5>ff g- H - 

S SS oi O 


c CO 


1 — 1 03 CO CD 4-/ M <£ 




a 

LU 

LLi 

a. 

e/s 



GC 



I- o 
X < 

CD UL 


CQ 


in in in lo in 


00 O 05 05 CM 


<3- LO *3- CO 


co *d* in m *d- 


a 

g “ s 1 tt 

55nJ< 


r-OOOO 
O CM CO CO 
no no m cq m 
GO CO GO GO GO 






T-— 


-^ 

r Q 

^3- 

1 

l 

CD 

CD 

CD 

^3* 

to 

CM 

CD 

CD 

CD 

CD 

CD 

CO 

CD 

CM 

CD 

CD 

CD 

oo 

CM 

CO 

CD 

CO 

CM 

CM 

CD 

CD 

r~- 

oo 

CM 

CD 

CM 

CM 

OO 

OO 

CD 

CD 

**3- 

CM 

CD 

CM 

OO 

CD 

ID 

CD 

CM 

CD 

CD 

CM 

CD 

OO 

CD 

^3* 

CD 

CD 

CD 

CD 

r-» 

CO 

CM 


CM 

r— 

CD 

CM 

OO 


OO 

CD 

10 

^3- 

CD 

CD 

^3" 

CD 

POWER UNIT 
| SUPERIORITY 

Q 

CL 

< 

o 

CO 

j 2 

CD 

to 

CD 

CO 


CD 

to 

-j k 
-> o 
o LU 

CL O 

CD 

no 

CM 

to 

Lug 

02 

u 




H 

CL 

< 

I 

O 


CO 

o 

z 

cl 

S 

< 

o 

> 

C3 

cc 

LU 

z 

LU 


LO 

OO 

oo 

in 

i— 

r— 

to 

CD 

CD 

to 

to 

LO 

to 

^3- 


LO 

CO 

OO 

LO 

CM 

CM 

LO 

— 





o 

oo 


o 

oo 

CM 

CM 

bo 



CD 


CN 

CN 

*■“ 

' r— 

T “ 



C/5 




















LU 










H 










CO 

> 

C/5 

—1 


C/5 

OC 

o 




a! 

< 

LU 

§ 




< 


H 




LU 




cc 

o 


O 

< 

LL 

< 



o 


CO 

oc 


11 


LU 

LU 



I— 


LU 




00 

CO 


oc 


CO 


LU 

—1 

CO 

< 

h- 

LU 

> 

CO 

z 

CD 

z 

z 

o 

CL 


< 

CL 

H 


< 

—1 

\— 


d 

Z 

LU 

LL 

Q_ 

< 

LU 


LL 

< 

< 

LU 

LL 

< 


LU 

< 

LL 

< 

5 


OC 

00 

OC 


o 

z 

< 

ac 

cc 

o 

O 

CO 

OC 

Q 

> 

O 

LU 

o 


o 

o 

OC 

o 

h“ 

o 

o 



C/5 

LU 

oc 

1— 

CO 

Q 

< 

O 

< 



z 

CO 

LU 

oc 

h- 

< 

1- 



LU 

< 

z 

< 

1- 

OC 

H 



C/5 

_l 

LU 

Q_ 

O 

< 

1- 

< 




_ 




_ 



J 



% 


LU 



iih yad ±scn 

S1IND d3M0d 

LO 

CD 


oo 

CD 

CD 

— 

CM 

CO 

^3* 

LO 

CD 


CD 

CM 

CO 

CSI 

to 

CM 

) 

HOlOVd 

Aimoidddns 

^ >I3V11V 

— 

CM 

CO 

^3" 

to 

CD 

r-» 

oo 

CD 

CD 

— 

CSI 

CO 

■"«3- 

LO 

CD 

-- 

3 


* 

3 > 

♦ 



< ^ 


rr 

CO 

CD 

CO 

LO 

CM 

CD 

CSI 

LO 

CD 

■*3- 

CD 


CD 

CO 

CO 

CSI 

CSI 

u 

CO 

oo 

CO 

oo 

CO 

^3* 

CO 

CO 

CSI 

CM 

1 — 

CSI 

-- 

CM 

- - 

•*3“ 

^3" 

CO 

CO 

CM 


CD 


CD 


vZ_ 

-*3* 


CO 



£ So 

UjWWq* 

^<oOty 
z Zi r- < a 


. co . 


~‘<o° 
CN < Q. ^ O 

’-ocQ<>- 

l-OZ^O 

< LL < g H 


*— cm co **3- lo 

Q33dS ,SH3aN333a 



nou 31a 




SlINfl 

HdMOd 

— 

-^3- 

CD 

CD 

LO 

CM 

CD 

CO 

CD 

^3- 

^3- 

CD 

OO 

CD 

CD 

CM 

CM 

^3* 

^3“ 

CD 

CD 

CD 

CD 

2 2 5 J 

HOlOVd 

— 

CM 

CO 

^3- 

LO 

CD 

r—» 

OO 

CD 

CD 

— 

CSI 

CO 

•^3- 

to 



















Copyright 1978 Superior Models Inc. All rights reserved. Printed in U.S.A. 










































































































